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Life in the Fast Lane... 



feel force of plre flyi*^0 rr^dly or* your very Oivn bcA'IVi^ 
^lltfy. Super brings the exciternent, ch^Wer^e ard real¬ 

ism of true bowling right 
Into yOL'" IWrig rco-n. 


Four cool oh^rac- 
terd face some tough 
cfclceo: Vvh^t 5:zo ball? 
Where £30 \ etand? 

Where /jIo I aim? How 
much gpH ehOL;!^::^ 1 u$e? 
How harei aheuiei. I throw 
it? 


3u" that's rot a'. 
We’ve got real physios 
at work here. Anything 
can happen on gO-feet 
of p'ne map'e. 


E3est of all, v.'ith 
Suver BeW'ing you <don't 
have to wear someone 
else's shoes. 






















Game Controls 


L Button R 3ittor 



5-^art Button 

• 6 tarp the ^rcm intro screen 

• Continue to rext screen or rrenu after all menu 

selections 

• Pause action during ^ame 

• Continue action after pausing 

Control Pap 

• UP/PCWN to select number of players 

• UP/DCWN to select the ^ame 

• LEFT/PIGHT to se'ect left cr n 0 ht hand:led bowler 

• UP/ 9 WN to select vs-ei^ht of ball 

• LEPT/RIGHT to select oil distance on the lane 

• uEFT/RIGHT to select level of diffculty 

• LEFT/RIGHT to position player on the lare 
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L Button / P Button 


• L. PUT'ON Sid R BUTTON to &e\ect pisyer 

* L BUTTON Sid 5? BUTTON to ireve the Aim Po'iter sbove 
vhe pile 


A BunoN / B Button 

(Both are the same in this qatre) 

• Accept current menu selection and continue to next 
menu Item 

• Accept player position on the lane 

• Accept position of Aim Pointer 

• Stop the 6pin Meter at the desired spot 

• 5tcp the Powe'* Meter at the desi-ed spot 

• Set the pins in Practice Mode (A BsyTTOM Only) 

• Accept the pin setting in Pract’ce Mode (B [3'JTTON On y) 

Select Bliton 

• Lcolc at current scoresheet during 0an:e 

Y Button / X Button 

• Mot used in Super Bc.vTi^ 
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Let’s Get Rollin’ 


VV^ kiov.r;..you ju5t epe^'t ^cod cash on this ^rd do'!\t 
vv^art zo read instruoticrs —you warn^ a'ready. H<?ra s 5 
quick to ^et you ri^ht into the bowling a'ley^: 

Choose Number of P_ayer5 

• To i 7 e 0 irf the ^ame, press 5TA^T BU'^TCK at the intro screen 

• At the Title Screen, press CONTROL PAD UP / DOWN to 
choose the number of players ^vho will be playing—any number 
between one and fojr can play Super Dcivi’ng 

• Press START BUTTON to move to the Garre Seleotior Menu 

Pick A Game 



Press CONTROL PAD UP / DOWN to highlight ore of the th^ee 
game choices on the Game Selection Meru—^the three 
games are described in detail In the "Games" Section of 
this manua 

• Press 6"*ART B..TTON to 
move tc tneGame 
Opt'ons 
Menu 


Se' The Game Options 


Flayer Selection 

There arc feur different cha'‘acters in Super Bodirg, each 
dth his 0'^ her oat bo’ding style. All four p'ayers and their indi- 
vidua! strengths are detailed in the "Cast of Characters" 
Section of this manual. 



Oii D'et^rce 


To choose your character at the Game Options Screen: 

• Player 1 shou’d press L B jTTCN / R SUTTON tc cycle 
through ava iab e characters until the desired character is 
shofc‘/n or. screen 

• Player 1 should press CONTROL PAD lEFT / RIGHT to make 
his character le-Vhanded o*' rigrt han^^ed 

• Player 1 should then press A 3U1"*‘0N to se'ect the charac- 
te- and bodirg-hand shc,vr 

• In turn, each p ayer should repeat tnis process urtil all tre 
players nave cnoser a characte- (Playe^^l arc? Piaye'^S >se 












d^ll Weight 

• Fi&yer 1 shcuW press CCKTROL PAD UP / DOWN to choc&e 
the we'^ht of the ha \ he or she A’ants to play ivith—ball 
weights range frorti 6 pounds to 16 pounds and are detailed 
in the “Style and Strategy' Section of this manual 

• P aycr 1 should press A SUTTON to select the ball shown 
on screen 

• In turn, each player should repeat this process until all the 
piayers have chosen a character (Player 1 and Player 3 use 
Controller T Player 2 and Player 4 use Controller 2) 

• After the final player has picked a ball, Piaycr 1 W’ll control 
all remaining selections on the Game Options Screen 

Oil Distance 

• Press CONTROL PAP LEFT / RIGHT to choostf amoiie 
Short, M'dd’e or Long Oil Distance—Oi' Distance 

is described in the “Style and Strategy* Section of 
this manual 

• Press A SUTTON to select currently highlighted Oil 
Distance and move to the Level of Difficulty menu item 

leve. of Difficulty 

• Press CONTROL PAD LEFT / RIGHT to choose between 
Normal and Hard levels of game difficulty 

• Press A SUTTON to select the highlighted Level of Difficulty 


Th's completes all selections on the Game Options Screen. 


Hit The Hardwood 


A’m 


F ay?' Position 

Pla'^e^ Position 

• P-ess CONTROL PAD L6FT / RIGHT to move the player 
to the position on the lane where you v.'ant him or her 

Note: You can move the player s posit on on the lane 
right up until the time the ball Is released. 

A m Pointer 

• Press L SUTTON / R S JTTON to move the Aim Pointer 
Left cr R'ght unf! it is pointing vAisre you v/ant to aim 
the ball 

• Press A [5UTT0N to lock-ln the Aim Pointer 

















5pin Meter 



• Afi^sr !o£:!<in^-in yoi^r aim, preoa A 3UTT0N to brirg tno 
Spin on screen 

• A b ^3 will b!?^in TiO’/ir^g ^n^J right across tne Soin 

• A BU^TCK to 6top tho ba on t'^$ Spin Meter 

• Ttii? oloea'- th$ p^ll otops to eitho'' fog?, tho noro eplr it kvi' 
have ir that b rcction 

• clo^gr tho ball is to tre mM\e, the 'ess spin It v/M 
have —ag^'n, in the di’^ection o“ the eidie of the Spin Meter 
kvhere trc ba'I stops 

• Stopping the bali ^^ireotly in tne middle of the Spin Mete*' 
ivill deliver a $t**aight $hot witn ro epir at a'\ 

Note: Aotiial spin of tre baH i© not only deterrr'ned by t^*e 
Spin Meter, but also by the Character chosen, bal! used and 
oil o! stance. 


Power Meter 



• IMMEDIATEL'^ after you choose Spin, the Character kviii 
begin his or her approach and the Power Meter will appear- 
on screen 

• The Power Meter wiil grow from big to small on the screen 

• Press A SUTTON to stop the Power Meter and release 
the ball 

• The bigger the Power Meter is when the ball is released, the 
fasterthe ball will be rolled 

• The smaller the Power Meter is when the ball is released, 
the slower the ball will be rolled 

Note: You must press A BUTTON to determine Power 
before the Character reaches the foul line—ctherivise, you 
will automatically be assessed a penalty gutter ball. 
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Games 

Turkey Bowling 

Turkey is a traditional 10-fr^rre ^ame of bowling, 

iviTh up TO tivo shots per fra:r6 a»id normal frame-by-frame 
scoring. In Turkey Pcivl ng, a score is assigned to each of the 
\0 frames based on one of three poss'biiities: 

Open Frame 

An open frame means that after the player has taken h’s or 
her tA'o rolls for that frame, there are stil pins left standing. 

In the case of an open frame, only the pins that ivere knocked 
down during that frame are added to the player's score in that 
frame. The highest score you can get in an open frame is 9. 


30 Wl 


14 


20 


_ 5 

ni“ 






J7 


=1^f2+4 -- 20 * 3*5 = 28 * 9*0 
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Spare Frame 


A Spare is recorded when the p ayer ta<es two rolls in a 
frame and knocks down all 10 pins. A spare is Indicated on the 
score sheet by a diagonal line across the frame score box. 
0pares a-e scored as 10 pins plus the total pins from that 
player s next shot. The total o^ 10 -i- one shot Is added to the 
player's sco'‘e In the frame of the 5pare. The h'ghest score you 
can record in a 5pa^‘e Frame Is 20 (10 -f a possible 10 on the 
next shot). 


30 


14 


■ 61 ^ ^ 


J2 W 


7 E 




= 32 » 10*7 =/ 9 < 7*0 


Strike Frame 

A Strike is recorded when the player :<nocks down all 10 pins 
on the ffrst roll of a frame. A strike is indicated on the score 
sheet by an ‘X through the frame score box. Spares are 
scored as 10 pins plus the total pins from that players next 
two shots. The total of 10 + tv/o shots is added to tiie players 
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ec-ora in ✓ha frama of the Strike. The hi^haet tjco'^e you ca»i 
reGDr<ji in 5 5tri<e frarr.e \e 30 (10 + ^ poa&ib'e 10 cn ecSCh of 
the next t^vo shote). 


w>7 




(?0 


69 


=1f1l7'»*/ --^1*10.7*2 -- 60 * 7*2 


Golf Bowling 

In Golf Bowling, the baelc ru’ee of 0olf &ccr\r,q are appl et to 
nine "‘holes” of bowling. Each “hole” will be represented by a pin 
setting that is assigned a ”par.” The “par” for eaoh hole is 
determined by hovv many rolls it should take a typicai p’ayer to 
knook down all the pins Irt the setting that appears. 

If the player can knock down all the pins in the number of 
shots needed for “par,” he or she will receive a O for thatfele 
and will be “Even” with par. 

Getting ail the pins down in less rolls than par will result in 
a negative soor-e actual to the number of shots less than par. 
For examp'e* knocking ai! the pins down on the first roll of a 
Par-2 hole vw'll result in a score of -1. or ‘"Ore Under Par.” 
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If It takes more roHs than par to get a’l the pins dowr;, the 
player will receive a positive score ec^ual to the number of shots 
more than par that it took him or her. For example, knocking al! 
the pins down on the fcur-th roll o^a Par-2 hole vnll result in a 
score of +2, or “Two Over Par.” 

The running score tracks the cumulative scores of all the 
holes. Suppose s p ayer scores Par, Par, +2 and -1 on the first 
four holes of a game, ‘nis or her total score through four frames 
will be +1 (0+0+2-1=-h1) or “One Over Par.” 

The objective of Golf Bowling is to record the lo’west possi- 
b'e score after nine holes. 

Practice Bowling 

You can try-cut different shots in Practice Bowling by set¬ 
ting the pins yourself one practice frame at a time. 

To set the pins in t^ie upper- 
'eft corner of the screen: 


• Press CONTROL PAO LEFT / 

PIGHT/UP/X'Atsi to high¬ 
light the spot where you 
would like to place a pin 

• Press B BU'H'O.N to put the pin down in that Iccatior 

• Press B BUTTON! again to remove the pin, if you change 
you'^ mind 
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• ^eps^t thi& prcce&& to up ^6 rr^’iy pins ae yau 

• Prd!$6 & BUTTON to confir'm th^ currert pVi-eettlrg 
inov^ to the bowlirg screen 

After each 5hot ycu take in Practice, the tjarre wi.! return 
to the ptn-eettirgs screen, where yoj will follow the eame pro¬ 
cess juet dse^cntfed to set the next praot:oe frame. 

To *eave Practice Mo^^le an^i return to the Game Selection 
Screen, press SELECT BUTTON. 
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The Cast of Characters 


Fete “ 

Pins Peterson 


A0e: 

IS 


Hl^h score: 

203 


5owlirg Style: 

Good balance of s:?in and power 

Weakness: 

Lacks the firepower of Mars 


Best Memory: 

Polling a 205 in the State Finals 

Li<es: 

Pretty ^irls, fast cars, loui^l guitars and even 
louber strikes 

Oisiikes: 

Hotnevvork, irieatloaf ana ^jtterbalis 


PO&IN “ 

■Red Randall 


A^e: 

17 


Hl^h score: 

230 


Bowling Style: 

Good spH on the ball 


Weakness: 

Not much pow^r 


Best memory 

Bowling 250 to ?eat **Pirs,” who claims he 

Likes: 

was tfiistracteb 

Picking up tou^h spares, &hoppir0 with 

Pislikes: 

“Spmner0oin0 to the beach 

Watching "Pins” drool over her, smelly alleys, 


diet soft drinks 
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MAR5 “MU5CLES” Maxwel 


Aqe: 

Hi^h ecore\ 
^ovvli'n^ Style: 

3 cet memory: 

i\kee: 

D'eWkee: 



1S 
24 S 

b&e the meet power arourid 
He hae very little control of hi© ©pin 
Gettlr.0 A+ for a paper he wrote on bowl 
ng in American literature 
Sleepir.0-iri late, Sha’<e©peare, pumping iron 
at the 0ym 

Chemistry, bov/er© wfio wear u^ly clothe©, 
©mo her© 


Suzi “Spinnek” Spencep 


A0e; 

16 


Hiah ©core: 

230 


&owlir0 Style: 

“Spinner"’ has awesome spin 


Weakness: 

Suzi’s 0Ot the least power 


Best memory: 

Defeating her archnVal Bonnie ’ 



Bonneville In last year© tournament 

Likes: 

Shopping with “Red”, waterskiir^, footba', 
biology 

E/i©!;kes: 

Salads, rerdy 0uy©, seeing “Muscles’" show 
off his bod 
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Style and Strategy 


Vour actual 
move© or the 
a^e—Aim, Sp'n 
ar^i Power—are 
onl^^a ©mall part of 
0ett n0 the perfect 
shot. Here’s what 
:t lock© like: 

The problem i© 
t'*at there a^'e ©o 
•nary diFerent fac¬ 
tors at work, you need to consider them all to nai! that per'^ect 
©hot. 


ri 



: i 

1 

Q 

( 

;y 

pTc 

1 


1 

.1 

1 

\ 


Chapactep Fowling Style 

Each, of the four character© ir the 0ame ha© a ur oue bo'w'- 
■•10 ©tyle. U©:n0 anyone of therr properly can ^etycu the 
©trike© you neep. 
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vV}‘C!i com}pa\M^ pov/er ep\&. 


Kcrrejn}?er %hax^ ^ooo epln \e eee€t^x^\a\ to tho ball to 

follow tbe \dea\ b^ll-psth for a striko. In adaitior>, the faster a 
ball ^.oee down tho \ar\e, the leoo time it hae to spi?^ and will 
therefore not curve a6 much a€> a slower ball. 

On the other hand* power can turn non-etrike ohote into 
strikes with the resulting pin action, which \e never pred’ctable. 

In other worde, stoppir :0 the Spin K^eter a’l the way to the 
left and the Power Meter at fu’l force when you are Suzi will 
have a far different re 6 U't than If ycu hit the eame exact epote 
on the Metero when you are Mar&. 

Petermire what bowling style suits you best and learn that 

Character’s tendencies. 

3all 
Weight 

The differences 
in ball weight 
also seriously 
impact what 
happens cn 
the lane. 




A heavy ball: 


• Carries a lot of force and creates good pin action 

• Holds its line well and st^ys close to its path even after 
hitting the pins 

• Is more difficult to th'x^w due to weight and does not go as 
fast as a lighter ball 

• Pees not spin as much as a lighter ba I 
A light ball: 

• Poes not impact pin action as much as a heavier ball 

• '‘Floats" more than a heavy ball a^er hittirg the pins— 
which in certain situations, like sp'its. works to your advan¬ 
tage 

• Is easy to throw anc^ can pick up good speed 

• Will spin ?nLch more than a hea'^ ball 

To tep this all off, remember that there are 11 different balls 
in Super Sowlirg—^ard each one is a gradual conversion from 
one extreme to the other. 

Oil Distance 

You can choose from three different Oil Distance settings. 
Oil, or “Pressing." allows the ba I “run" down the lane before it 
starts to spin, (n sho.'t, the ball slides toward the pins and 
does not spin very much on the section of the lane that is oi'ed. 
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Gfice tre b5 I hita t^e dry epoU it' *^’i ^oldi and eta^ 
to 5:?in. 

O' ‘e p aced on bwlirg l^nes at alternate enqtbe to oh^l- 
er.^e Oowlere w.th d'fferent 'ane cordXloro. Tne same applies 
to the lane in Super 


Or the “Srcrs’' Larc: 


■ Ve:y little oil is placed on the ia^e 

• 6pl< ’AT-II de^ln to take ho.^i almost immediately 

On the “M'dd e'" Lane: 

• Cii is p'aced on the first 30 feet (about half) of the lane 

• The ball wi!l carry ^ood speed tnrou^h this first section 

• Spin will be^in to take hold a .ittle after 50 "eet 

On the ’*Lon^‘' Lane: 

• Oil is placed most of the way dcwr the lane 

• "'he c?all kvi carry ^ood speed a the way to the pins 

^ Spin wilt rot take hold until way down the ane 


Once you have your Super Bovdin^ teohn'c*ue peH^eoted, you’il 
want to hit the lanes to test your true tenpin skills. 

Jo'n a league sanctioned by the Youn^ American Bowling 
Alliance ar^d you can count on: 



Awards 


Coaching 


Great 

Competition 



















Tha Ycurg An\e<c^n Bowl Allianoc (YABA) ie vbe or^^^iz^- 
”:;jon th^t vvritod thd rcilsa eet€> for youth bowl- 

ir^. It*$ a momb^rahip ^roup v/ith loaguoe at most bow! ng ce^- 
tera through the Ur'ted States aib Canada. Members ran^e 
in 3 ^e fj*oir 5 years old throjgh col^e^e a^e. Their styles vary 
as well from two-handed between the fe^s shots to the he i- 
ooptor spi rner. 


Define your approach. Join a YABA league. Chech out the yel 
low pa^es for the bow'llni 3 center nearest you or contact the 
'^ABA for more information: 


Youn^ Amer'can &owTn^ Alliance 
Membership Information 
5BD1 6 76th street 
Greenda e, Wi 53129 
(414) 421-4700 





90*Day Limited Warranty 

gO-DAY LIMITED WARRANTY; 

American Technos. Inc. ( ‘American Technos’) warrams to :he original consoner Ihal this 
AMERICAN TECHNOS Game Pak (* PAK") shall be free from defects in rnateral and workrran- 
sfiip for a pericd of 90 days from date o1 pircnase. If a defect cohered by liis v/arrant/ 
occurs during the 50-d3y period American Tecnnos will reptak or replace me PAK. at its 
option, free of charge 

To receive this warranty service; 

1. DO NOT relurn y>Qur defective Game Pak to the retailer. 

2. Notify the American Tec^nos Diviston of the problem requiring warranty ser/ce by calling 
(408) 996-1877 and asking lo speak to a customer ser.-ice rec'esentative. 

3. If the American Technos representative is unable lo solve the problem by phene. will 
provide ycu with a Reluri^ Authorization number. Simply record this number oi tne outside 
packaging of your Oefectr/e PAK and return your PAK freight pre-paid. at your rtsk cl damage, 
tcgeiner with your sales s’ip or similar proof-of-purchase withm the 90-day warranty period 
to: 

American Technos Inc. 

Famity Enienainment Division 
19200 Stevens Creek Blvd. Suite 120 
Cupertino. CA 950U 

This warranly s^all nol apply if the .»AK has been damaged by negligence, accident, urrea¬ 
sonable use modification, tampering or by clher causes urrelaled to defective materials cr 
workmanship. 

REPAIRS AFfER EXPIRATION OF WARRANTY 

II the PAK de'veiops a problem after the SO-day warranty period, you may ccniact American 
Technos Consumer Service Division at the phone numiber noted above If the American 
Technos customer service representative is unable lo solve the problem by phone. s.*^e may 
provide you svih a Return Aulhorizalicn number. Vou may then record the number on the 
outside packaging of the defective PAK and return the detective PAK freight prepaid lo 
American Technos. enclosing a check or money order for S10 00 payable lo American 
Technos. Inc. Amer‘can Technos will at its option, subject to the conditions above. rei>air the 
PAK Of replace ll with a new or repa red PAK. If replacement PAKS are not available, the 
deleclive PAK will be fclurred and the $10 00 payment refunded 

WARRANTY LIMITATIONS: 

ANY APPLICABLE IMPl lED WARRANflES. INCLUDING WARRANTIES OF MERCHAMAB Ll- 
TY AND FITNESS FOR A PARTICILAR PURPOSE ARE HEREBY LIMIfED TO NINETY D.AYS 
FROM THE DATE OF PURCHASE AND FOR A PARTICULAR PURPOSE. ARE SUBJECT OT THE 
CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL AWERiCAN TECHNOS BE LIABLE 
FOR CONSEOUENTlAL CR INCiDENTIAL DAMAGES RESULTING FROM THE BREACH OF ANY 
EXPRESS OR IMPLIED WARRANT ES 

The provisions of this warranty are valid in the United States only, Some slates do not allow 
limdalions on how long an Implied warranty lasts or exclusion, of consequential or inc'derlal 
damages, so Ihc above i mitatlons and exclusion nay not app'y to you. This warranty gives 
you specific legal rights, and you may a-so have ether rights which vary from state to slate 
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